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(54) Gaming machine 

(57) A gaming machine has a win 
recorder display 30 which shows the 
credit values awarded as a result of 
winning a number of previous 
games. On certain occasions, a recall 
mode is entered whereby a user has 
the opportunity to win one of the 
displayed results. 

The machine also has a display 44 
indicating the number of games 
played since the earliest of the 
indicated results was awarded, to 
facilitate an appreciation of the past 
performance of the machine. 
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SPECIFICATION 

Gaming machines 

5 This invention relates to gaming machines, 
which term is used herein to refer to any de- 
vice by means of which a user can play a 
game and, depending upon the results of the 
game, obtain a credit value. The machine pre- 

10 ferably pays out cash and/or tokens in an 
amount corresponding to the credit value. 

In the art, those machines which pay out 
only cash are referred to as "gaming ma- 
chines". Herein, however, the term gaming 

15 machine is used in a generic sense, as the 
invention is applicable also to other types of 
machines such as those known as "amuse- 
ment with prize" machines, which pay out 
both cash and tokens. The invention is parti- 

20 cularly but not exclusively applicable to ma- 
chines known as "fruit machines", which in- 
corporate symbol-carrying reels which are 
spun during the playing of a game so as to 
alter in a random or psuedo-random manner 

25 the combination of symbols which can be 
viewed by the user. The invention is also ap- 
plicable to machines which incorporate other 
forms of display, such as a panel carrying 
symbols which are selectively illuminated dur- 

30 ing the playing of a game, or a video display 
screen which displays simulated reels or other 
symbols such as playing cards. Patent Specifi- 
cation GB-A-2.1 17,155, for example, de- 
scribes a machine to which the present inven- 

35 tion can be applied. 

Generally, when playing these types of ma- 
chines, a game can result in any of several 
different types of winning result, and a credit 
value accorded to the user on achieving a win 

40 depends upon which of the types of winning 
result he has achieved. 

It would be desirable to provide a gaming 
machine which is of enhanced attractiveness 
to a potential rjlayer, so as to increase the 

45 use of the machine. 

In accordance with one aspect of the pre- 
sent invention there is provided a gaming ma- 
chine which has a display for indicating to the 
user the value of the winning result achieved 

50 most recently during the playing of a plurality 
of previous games. 

In accordance with another aspect of the 
invention, a gaming machine has a display for 
indicating to the user the individual values of 

55 previously-achieved winning results, the dis- 
play preferably also indicating to the user the 
order in which these winning results were 
achieved. Preferably, these results include the 
most-recent winning result. 

60 In either of these aspects of the invention, 
the display is preferably operational all the 
time (i.e. whenever the machine is powered), 
but instead may be operational only at se- 
lected times such as in response to a specific 

65 operation by the user or when the machine 



enters a particular playing mode, as will be 
explained further below. Preferably the indica- 
tion produced by the display is updated in 
response to further winning results being 
70 achieved. Also, there may be occasions on 
which the indications to be displayed are 
cleared, so that no indications are given until 
a further winning result has been achieved. 
The machine is preferably also operable to 
75 indicate the number of games played since the 
last winning result was achieved, or if more 
than one winning result is displayed the ma- 
chine may alternatively indicate the total num- 
ber of games played since the earliest of the 
80 indicated winning results. 

Both the above aspects of the invention 
provide the user, either perpetually or on cer- 
tain occasions, with an indication of at least 
the recent history of the behaviour of the ma- 
85 chine. This increases the player's confidence 
in the fact that the machine is behaving in a 
fair manner, particularly if several previous 
winning results are displayed and/or the num- 
ber of games played since the most recent 
90 winning result (or the number of games played 
in order to accumulate several winning results) 
is indicated. Also, by showing the values of 
winning results actually achieved over a num- 
ber of games, the player can evaluate more 
95 readily the expected overall performance of 
the machine than if he were merely presented 
with, for example, a numerical value indicating 
as a percentage the average ratio of the win- 
ning values to the deposited cash. 

100 In addition, certain users tend to believe 
that their chances of obtaining a winning re- 
sult either increase or decrease depending 
upon the recent behaviour of the machine. 
These users would be more encouraged to 

105 use the machine if they were provided with an 
indication that this recent behaviour has been, 
in their view, favourable. 

According to a further aspect of the inven- 
tion, which is preferably combined with one or 

110 both of the above-mentioned aspects, a gam- 
ing machine is operable to indicate a favour- 
able result achieved in a previous game, and 
is selectively operable during the course of a 
game to enter a "recall" mode in which the 

1 1 5 player is accorded, or has an opportunity to 
obtain, a result dependent on the indicated 
result. 

A game would normally be initiated by the 
insertion of a coin, and would involve a main 

120 play operation to determine whether or not 
the player achieves a winning result. In a ma- 
chine according to this aspect of the inven- 
tion, the recall mode, when it occurs, could 
take place before, during, after or instead of 

125 the main play operation. Preferably, the recall 
mode is entered in dependence on the result 
of the main play operation. 

Preferably, the favourable result is the credit 
value awarded as a result of a win. Instead, 

130 however, it may be a bonus feature, such as 
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the opportunity to index or "nudge" one or 
more reels in a manner which is well-known in 
the field of "fruit machines". 
In the preferred embodiment, the value of 
5 the most recent winning result is displayed by 
the machine, and on random or psuedo-ran- 
dom occasions the recall mode is entered so 
the player has the opportunity to be credited 
with this win value. The win value is prefera- 
10 bly displayed all the time by way of encour- 
agement to play the machine. 

More preferably, the player has the opportu- 
nity on random or psuedo-random occasions, 
when the recall mode is entered, to win a 
1 5 selected one or more of a plurality of win 
vatues each corresponding to a winning result 
achieved in a previous game. Preferably all 
these earlier win vatues are displayed as an 

encouragement to use the machine. The selec- 

20 tion of the win value to be accorded may be 
done randomly or pseudorandomly, or under 
the user's control, or according to a predeter- 
mined sequence. 
According to a still further aspect of the 
25 invention, a gaming machine has a display to 
indicate in a sequence a plurality of results 
which can be won by a user, and means to 
update the indicated sequence. The results 
may be winning credit values, which increment 
30 a credit count when achieved. Alternatively, 
they could be bonus features, such as the 
opportunity to "nudge" reels. 

Preferably, this aspect of . the invention is 
combined with one or more of those set out 
35 above. Thus, each of the series of possible 
winning results may correspond to a result 
achieved in a previous game. 

It is envisaged that the sequence in which 
the results are indicated may correspond to 
40 the order in which the results are presented 
for display. In other words, the machine will 
periodically display a new result, and this will 
be added to the end of the indicated se- 
quence. Assuming that, before the new result 
45 is added to the display, a maximum number of 
results is being indicated, then as the new 
result is added all the other results will be 
shifted down in sequence by one position, the 
oldest of the displayed results being lost. 
50 In such an arrangement, the selection of a 
result to be awarded to a player from the 
indicated sequence may be carried out in a 
variety of ways, e.g. randomly or pseudo-ran- 
domly. After one of the results is awarded, 
55 the display may be cleared, although this is 
not essential. 

Instead, the results can be awarded in the 
sequence in which they are displayed so that 
each time a result is awarded it is cancelled 
60 from the display and the remaining results are 
shifted upwardly by one in the sequence. In 
this way, the indicated sequence would corre- 
spond to the order in which the results are 
presented for display, and the order in which 
65 the results can be won. 



As a further alternative, the results may be 
awarded in the displayed sequence, but added 
to the display in a random or pseudo-random 
manner. Thus, at any given time, the machine 

70 may be arranged so that the user can win the 
first of the indicated sequence of results, fol- 
lowing which the remaining results are shifted 
upwardly by one in the sequence. This may 
continue until all the results in the original se- 

75 quence have been won, following which a 
completely new sequence of randomly deter- 
mined results is displayed. 

The display may contain a number of rows 
or columns of display areas, each display area 

80 when activated indicating one of a number of 
different win values or bonus features. Each 
row or column has one of its display areas 
activated so that a selected result is displayed 
by the row or column. The rows or columns 

85 are arranged in sequence. To update the dis- 
play, the possible results in the rows or col- 
umns are each displayed in the adjacent row 
or column. 

As an alternative to using rows or columns 
90 each formed by a set of display areas, there 
may be a single set of display areas each of 
which can produce an alterable (possibly num- 
eric) display to indicate different results. 
Preferably, the gaming machine is operable 
95 to award other winning results, the indicated 
sequence of results being awarded by way of 
a bonus, e.g. on random or pseudo-random 
occasions, or possibly when certain symbols 
are displayed by the reels of a fruit machine. 
100 An arrangement embodying the invention 
will now be described by way of example 
with reference to the accompanying drawings, 
in which: 

Figure 1 shows a gaming machine in accor- 
105 dance with the invention, and 

Figure 2 is a block diagram of the circuitry 
of the machine. 

The specific embodiment to be described is 
a version of the well-known "fruit machine". 
1 10 Many examples of such machines are readily 
available, and the way in which they operate 
is well-known to those familar with the art. 

Referring to Figure 1. the machine 2 has a 
vertical facia 4 and an inclined facia 6. The 
115 facia 6 has four apertures 8. which reveal por- 
tions of the circumferences of four reels 10 
which are mounted for rotation about a com- 
mon horizontal axis. The reels carry symbols 
such as those shown at 1 2 on their peripher- 
120 ies, some of the symbols being visible through 
the apertures 8. 

The machine can be played by inserting a 
coin or a token through an appropriate one of 
several slots 14. 
125 After the user has inserted a coin or token, 
a game may be started. This is achieved by 
pressing a start button 16. This causes the 
four reels 10 to spin, which is preferably 
achieved by using a stepper motor for each 
130 reel. The reels then stop spinning, their final 
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positions being determined in a random or 
pseudo-random manner. If the reels are posi- 
tioned such that certain symbols are aligned 
along a win line 18, the user is credited with 
5 a win value, which in this machine results in 
the paying out of coins in an amount corres- 
ponding to the win value. 

Occasionally, a "hold" feature is provided 
whereby the user is given the opportunity to 

10 press one or more hold buttons 20, which will 
prevent, during the subsequent reel-spinning 
operation, the spinning of each reel associated 
with a hold button which has been pressed. 
There is a cancel button 22 for cancelling the 

15 selection of reels using the hold buttons to 
permit a different selection before the reel- 
spinning operation. 

^A_' ' gamble ' ' jeature^is pxpyided each time 
thejjser^obtainsJa winning result, whereby the 

20 user can choose . eithej to collect his winnings 
by^pfessing a . colleci buv^' 2A of tQ.jeiiteca. 
p^mbj^mode, asja j^uJ^Lvvjffichlhis jmIcl. 
value may be increased. qrjiecceased^ by 
pressing a" gamble l bu^n 26, 

25 iDfccasfonally the user is awarded a "nudge" 
operation whereby, after a reel-spinning oper- 
ation, he can selectively "nudge" or index 
each of the reels 10 to attempt to achieve a 
winning result. The total number of permitted 

30 nudges is indicated by a display 28. 

The operation of the machine as described 
so far is conventional. 

The vertical facia 4 of the machine has a 
win recorder display 30. This comprises col- 

35 umns numbered from 1 to 12. Each column 
comprises a number of display areas each of 
which can be selectively illuminated by a re- 
spective lamp behind the facia 4, and each of 
which displays a respective one of the pos- 

40 sible win values. By selective illumination of 
the lamps, each column displays a win value 
achieved during a previous game. The win 
values are displayed in sequence so that the 
left-most column (column 1) shows the most- 

45 recently achieved win value, column 2 shows 
the win value achieved before that, etc. 

Each jime,.jajfurther win is achieued-as-a 
r esult" o f the spinning of -the^ reels-U),- .the 
indications in the columns 1 to 1 1 are shifted 

50 to the adjacent column on th ft right, and the 
latest win value is displayed by column 1. 

On certain occasions, a recall mode is en- 
tered. In the particular embodiment illustrated, 
this is achieved in dependence upon the re- 

55 suits of the reelspinning operation. Some of 
the symbols 12 have numbers superimposed 
on them. After the reels have been spun, any 
numbers superimposed on the symbols on the 
win line 18 are totalled. The total is displayed, 

60 in the illustrated embodiment by illuminating a 
corresponding number of display arrows 32. If 
the total is equal to or greater than a predet- 
ermined number (in this case eight), a display 
region 34 is illuminated to indicate that the 

65 recall mode has been entered. 



If the predetermined number is not reached, 
the total is cleared before a new game is 
commenced. On random or pseudo-random 
occasions, the machine instead stores this to- 

70 tal, and keeps illuminated the corresponding 
number of arrows 32, so that the total of the 
numbers on the win line following the next 
reel-spinning operation is added to the previ- 
ous total to increase the chances of entering 

75 the recall mode. 

The vertical facia 4 has a column indicator 
formed by a plurality of display arrows 36 
each of which can be illuminated by a respec- 
tive lamp to indicate a respective one of the 

80 columns of the win recorder display 30. 

Once the recall mode has been entered, the 
display arrows 36 are illuminated in turn at a 
rapid rate for a random or pseudo-random 
period of time, following which only one of 

85 the arrows 36 remains illuminated. In this 
way, one of the twelve columns is selected. 
The machine could then be arranged automati- 
cally to credit the user with a win value equal 
to that displayed by the selected column. 

90 In the illustrated embodiment, however, the 
user is first given the opportunity to alter the 
selected column. He can achieve this by using 
a right-shift button 3a or a left-shift button 
40, which shift the selected column to the 

95 adjacent left or right column, respectively. The 
maximum number of shift operations is deter- 
mined randomly or pseudo-randomly, and dis- 
played on a shift indicator 42. 
After the final selection has been made, the 
100 collect button 24 is pressed and the win value 
displayed in the selected column is paid out or 
credited to the user. Alternatively, the machine 
may be arranged to enable the user to gamble 
that win value by use of the gamble button 
105 26. 

Instead of the above arrangement involving 
the display arrows 36, the machine could be 
so arranged that the user is always awarded 
the win value displayed by, for example, the 

1 10 last column (i.e. column 12). In this way, the 
win recorder display 30 would indicate the 
sequence in which the winning results were 
awarded in previous games (which corre- 
sponds to the sequence in which they are 

1 1 5 presented for display), as well as the se- 
quence in which they can be won again. 

The vertical facia 4 has a digital display 44 
which indicates the number of games played 
since the earliest of the wins displayed (i.e. 

120 that in column 12) was achieved. This assists 
the user in assessing the overall behaviour of 
the machine using the win recorder display 
30. The display 44 is of course updated after 
each game. 

125 At the end of the recall mode, the win 
values displayed by the win recorder display 
30 and the number displayed by the display 
44 are cleared. This allows the display 44 to 
perform the additional function of indicating 

130 how many games have been played since the 
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last time the recall mode was entered. 

The machine of the illustrated embodiment 
is also operable to award the player, on ran- 
dom or pseudorandom occasions, a bonus 

5 feature which involves the use of a row indi- 
cator formed by a plurality of display arrows 
46, each of which can be illuminated by a 
respective lamp to indicate a row of the win 
recorder display 30. When the bonus feature 

10 is brought into operation, the arrows 46 are 
illuminated in turn for a period selected on a 
random or pseudo-random basis in order to 
select one of the rows. It will be appreciated 
that any one of the rows may display none, 

1 5 one or more than one of the win values 
achieved in earlier games. The bonus feature 
results in the player being credited with the 
total of all the win values on the selected line 

of th e win recorder displa y 30. 

20 It is preferred that the display regions corre- 
sponding to respective win values are ordered 
in different ways for different columns. This is 
particularly preferred when the bonus feature 
described above is provided, because it means 

25 that several wins achieved using the bonus 
feature would be likely to include wins of dif- 
ferent values. Even without the bonus feature, 
though, it is desirable because it results in a 
more even distribution of the indicated win 

30 values over the area of the win recorder dis- 
play 30, instead of having the indicated win 
values concentrated in a region of the display 
30 associated with the more frequent lower- 
value wins. 

35 The machine of the illustrated embodiment 
also has a jackpot feature, whereby on ran- 
dom or pseudo-random occasions the player 
is credited with the total of all the win values 
displayed by the win recorder display 30: 

40 The win recorder display 30 may be cleared 
following the bonus feature and/or the jackpot 
feature. 

Referring to Figure 2, the operation of the 
machine 2 is under the control of a micropro- 

45 cessor 100 connected to data and address 
buses 102 and 104, respectively. The way in 
which the microprocessor 100 operates is de- 
termined by a program stored in a nonvolatile 
memory 106, such as an EPROM, connected 

50 to the data and address buses 102 and 104. 
The data and address buses 102 and 104 
are also connected to a reel mechanism 108, 
which incorporates the reels 10 referred to 
above. 

55 By applying appropriate addresses on the 
address bus 104, and by transmitting appro- 
priate data on the data bus 102, the micro- 
processor 100 can control the number of 
pulses delivered to the driver motors of each 

60 of the reels and thereby cause the reels to 
rotate by a predetermined amount. Also the 
positions of the reels can be determined by 
data delivered to the data bus 102 by the reel 
mechanism 108. 

65 The address bus 104 is connected to a de- 



vice 116 for strobing the inputs 118 of the 
machine 2. The inputs 118 include the above- 
mentioned switches 16/20, 22, 24, 26, 38 
and 40, and connections to a coin and token 

70 validator which generates signals indicating the 
value of inserted coins and tokens. 

Upon actuation of one of the inputs 118, an 
input device 120 delivers, via an input buffer 
122, data to the bus 102 to indicate to the 

75 microprocessor 100 that a switch has been 
actuated or a coin or token has been inserted. 

A random access memory 124 coupled to 
the address buses 102 and 104 is operable, 
during use, to store such information as the 

80 positions of the reels 10 and the amount of 
accumulated credit. The memory 124 also re- 
cords the values of a predetermined number 
of successive wins, for use in controlling the 
display 30. . 

85 An output decode device 130 is coupled to 
the address bus 104 and transmits data re- 
ceived from the address bus 102 via a data 
buffer 132 to output device 134, including so- 
lenoids which are actuated to dispense coins 

90 and tokens, lamps on the machine to indicate 
different modes of operation, the lamps used 
for illuminating the arrows 32, 36 and 46, the 
displays 26, 30 and 34 and the indicator 42, 
and the circuit used to drive the digital display 

95 44. 

A sound generator 136 is coupled to the 
buses 102 and 104 so that the microproces- 
sor can cause the generator to generate audio 
signals which are delivered to an amplifier 138 
100 and then to a speaker (not shown). 

An address decoder 140 is coupled to the 
address bus 104, and is arranged to enable 
the devices selected by the microprocessor 
100 for transmission or reception of data by 
105 means of enable lines (not shown). 

Numerous features can be added, and modi- 
fications made, to the embodiment described 
above. Some of these are set out below: 

1. Whenever a win value indicated on the 
110 win recorder display 30 is credited to the user 

during the recall mode, the reels 10 could be 
spun to the positions which they had when 
the indicated win was achieved. This would 
require the memory 1 24 to store not only the 
115 win values, but also the reel positions. 

2. The machine could be arranged to display 
not only win values in the win recorder dis- 
play 30, but also the reel positions, which 
again wculd require the memory 124 to store 

120 these positions. This would be particularly de- 
sirable if the win recorder display 30 can dis- 
play electrically alterable symbols e.g. 

if it is a video display, possibly one incorpo- 
rating a CRT. 

125 3. If the machine is of a type whereby the 
main play operation is carried out using a dis- 
play, such as a CRT, which shows electrically 
alterable symbols, the same display could also 
incorporate the win recorder display 30. 

130 4. In addition to or instead of displaying the 
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previously-achieved win values and allowing 
the player an opportunity to win those values 
again, the machine could be arranged to dis- 
play other favourable results such as the win- 
5 ning of a predetermined number of "nudges", 
the winning of an opportunity to use the 
"hold" feature, etc. 

5. The selection of one of a plurality of 
earlier wins during the recall mode can be car- 

10 ried out in different ways. For example, the 
user may be allowed to pick any of the dis- 
played earlier wins, without restriction. 

Alternatively, he may be required to use his 
skill, by for example causing the arrows 36 to 

15 illuminate in turn in rapid succession, and al- 
lowing the user to stop this operation at a 
chosen instant. 

6. The machine may be arranged to accord, 

on_a^random„Qr_pseudqrrandom„basis,„ bonus 

20 win values which are added to the win values 

indicated by the win recorder display 30. 

For example, each column may have supple- 
mentary display regions which are illuminated 
in dependence upon whether the machine ac- 

25 cords that column a bonus win value. If that 
column is then selected in the recall mode, 
the user is credited with the total of the previ- 
ous win value indicated by the column and the 
bonus win value indicated by that column. 

30 This is an example of various arrangements in 
which the win value credited to a player in the 
recall mode is different from but based at 
least in part on a previous win value. 

7. It is not necessary to clear the displays 
35 30 and 44 after the recall mode has finished. 

In fact, it may be desirable to avoid this in 
order for the machine always to display a 
large number of previous win values, which 
may enhance its attractiveness to potential us- 

40 ers. If desired, that column containing the re- 
sult which has been won during the recall 
mode can be cleared. The results in subse- 
quent columns, if any, can be shifted along to 
close the gap thus created, if desired: This 

45 modification has the disadvantage that the dis- 
play 30 no longer provides an accurate indica- 
tion of the behaviour of the machine over the 
number of games indicated by the display 44. 

8. The win values indicated by the display 
50 30 may be those resulting only from the main 

play operations involving the spinning of the 
reels 10. Alternatively, they may also take 
into account modifications of those values 
caused for example by using the gamble mode 

55 feature, and if desired may also include addi- 
tional results achieved in other ways. 

For example, assuming that the win recorder 
display 30 is not cleared after the recall 
mode, then the win value achieved as a result 

60 of the recall mode may itself be entered on 
the display 30. 

9. The gamble mode can be extended to 
apply to any of the features described above, 
either at the user's option or without giving 

65 the user a choice. For example, the user may 



be allowed an opportunity to gamble the num- 
ber of permitted shift operations displayed by 
the indicator 42, or the amount won as a 
result of the recall mode. Once a column of 

70 the display 30 has been selected, the user 
may opt for a gamble mode in the hope that 
this will result in a different column associated 
with a greater win value being selected. It 
may be possible for a plurality of columns to 

75 be simultaneously selected, and the user may 
be given the option of gambling in the hope 
of increasing the number of simultaneously se- 
lected columns. 

10. The recall mode could be entered in a 
80 variety of different ways, for example in re- 
sponse to a particular symbol or combination 
of symbols being displayed by the reels 10, 
or as one of a series of possible results of 

entering_.the. gamble. mode_after_having 

85 achieved a winning result following the spin- 
ning of the reels 10. 

1 1 . Instead of having the display 30 in op- 
eration all the time, it may be brought into 
operation only on entry into the recall mode. 

90 Alternatively, a push-button switch may be 
provided to allow the user to bring the display 
30 into operation whenever he wishes. 

12. Instead of the machine actually paying 
out cash or tokens to the value credited to 

95 the user, it could instead simply display the 
credit value so that the user can collect cash 
or goods having a value corresponding to the 
indicated credit from the owner of the estab- 
lishment in which the machine is situated. 

100 13. In the above embodiment, the win 

values indicated by the display 30 correspond 
to values actually won in previous games. 

Instead, the win values may have no rela- 
tionship to previous games. Each value could 

105 for example be determined on a random or 
pseudorandom basis. New values can be 
added to the display 30 in sequence or alter- 
natively the display 30 could be filled simulta- 
neously with a plurality of randomly or pseu- 

110 dorandomly determined new values. 

CLAIMS 

1. A gaming machine which is operable to 
indicate a result achieved in a previous game, 

1 1 5 and which is selectively operable to enter a 
recall mode in which a player can obtain a 
result dependent upon the indicated previous 
result. 

2. A machine as claimed in claim 1, wherein 
120 the indicated result corresponds to a credit 

value accorded to a player in the previous 
game. 

3. A machine as claimed in claim 2, ar- 
ranged to indicate the most recently achieved 

125 winning result. 

4. A machine as claimed in claim 2 or claim 
3, arranged to indicate a plurality of previously 
achieved results. 

5. A machine as claimed in claim 4, having 
130 a display arranged to indicate the results in a 



sequence corresponding to that in which they 
were awarded. 

6. A machine as claimed in claim 5, oper- 'li- 
able to update the display each time a further 

5 result is achieved. 

7. A machine as claimed in any one of 
claims 4 to 6, having means for indicating the 
number of games played since the earliest of 
the indicated previous results was won. 

10 8. A machine as claimed in any one of 
claims 4 to 7, which is operable during the 
recall mode to select one of the indicated re- 
sults and to award to the player a result de- 
pendent on the selected one of the indicated 

15 results. 

9. A machine as claimed in claim 8, ar- 
ranged such that the selection from the indi- 
cated results is dependent upon an operation 
carried out by the player. 

20 10. A machine as claimed in any one of 
claims 4 to 9, wherein the display is formed 
by a plurality of rows or columns each having 
a plurality of display regions for displaying re- 
spective results so that a particular result can 

25 be displayed by a row or column by activating 
one of the respective display regions. 

11. A machine as claimed in claim 10, 
wherein the display regions corresponding to 
respective results are ordered in different 

30 ways in different rows or columns. 

12. A machine as claimed in claim 10 or 
claim 1 1 , wherein the machine is operable to 
award a bonus win based -on the sum of the 
results indicated by a line of activated display 

35 regions extending transverse to the rows or 
columns. 

13. A machine as claimed in aay preceding 
claim, having a plurality of mechanical or simu- 
lated reels which can be spun to play a game. 

40 the result of the game being dependent upon 
the positions of the reels following the spin- 
ning operation. 

14. A machine as claimed in claim 13, 
wherein the machine is operable to enter the 

45 recall mode in dependence upon the positions 
of the reels following a spinning operation. 

15. A gaming machine substantially as 
herein described with reference to the accom- 
panying drawings. 

50 16. A gaming machine which has a display 
for indicating to a player the value of the win- 
ning result achieved most recently during the 
playing of a plurality of previous games. 

17. A gaming machine having a display for 
55 indicating to a player the individual values of a 

plurality of previously-achieved winning results. 

18. A gaming machine having a display to 
indicate in a sequence a plurality of results 
which can be won by a player, the machine 

60 being operable to update the indicated se- 
quence. 
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